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AMENDMENTS TO THE CLAIMS:

Please replace the claims with the claims provided in the listing below

wherein status, amendments, additions and cancellations are indicated.

1 . \ (Currently Amended) A game system which performs perspective

projection conversion ofvertex coordinates ofa plurality ofpolygons forming three-

dimensional oWjects located in an imaginary three-dimensional space based on

perspective conversion matrix, and forms display images of the three-dimensional

objects on a projection plane of a viewpoint coordinate system, comprising;

a storage uniVfor storing at least data ofthe vertex coordinates ofthe plurality

of polygons and data erf the perspective conversion matrices;

a coordinate coiwersion unit for reading out the data ofthe vertex coordinates

of the plurality of polygons and the data of a plurality of perspective conversion

matrices different from each other from the storage unit, and for performing

perspective projection conversion of each of the vertex coordinates of the plurality

ofpolygons [[for]] by using eafith ofthe plurality ofperspective conversion matrices

whereby a plurality of the conversion matrices are used at the same time : and

an image processor for forming display images of the three-dimensional

objects on the projection plane of\the viewpoint coordinate system based on the

vertex coordinates of the plurality \jf polygons after the perspective projection

conversion^

wherein the coordinate conversion unit comprises:

aunit for fixing the data ofthe vertex coordinates ofthe plurality ofpolygons

read out: \

a unit for newly reading out data of^a plurality of perspective conversion

matrices different from each other from the storage unit instead of the data of the

plurality of perspective conversion matrices already read out: and
\

\
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a un\t for performing the perspective projection conversion ofeach fixed data

of the vertex coordinates of the plurality of polygons by using each of the plurality

of the perspective conversion matrices newly read out .

2. (Canceled)

3. (Currently Amended) A game system according to claim [[2]] 1,

wherein the newly raiding unit repeatedly reads out the data of the plurality of

perspective conversioAmatrices.

4. (Current 1AAmended) A game system which performs perspective

projection conversion ofvortex coordinates ofa plurality ofpolygons forming three-

dimensional objects locatea in an imaginary three-dimensional space based on

perspective conversion matrix, and forms a display image of the three-dimensional

objects on a projection plane ot a viewpoint coordinate system, comprising:

a storage unit for storing at least data ofthe vertex coordinates ofthe plurality

of polygons and data of the perspective conversion matrices;

a transfer unit for transfeAing the data of the vertex coordinates of the

plurality of polygons and the data ora plurality of perspective conversion matrices

different from each other from the sto\age unit;

a coordinate conversion unit ifor receiving the transferred data and for

performing perspective projection convention ofeach ofthe vertex coordinates ofthe

plurality of polygons [[for]] by using eachWthe plurality ofperspective conversion

matrices; and \

an image processor for forming display images of the three-dimensional

objects on the projection plane of the viewpoint coordinate system based on the
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vertex coordinates of the plurality of polygons after the perspective projection

conversta^

wherein the transfer unit comprises a unit for newly transferring only data of

the pluralitV of perspective conversion matrices different from each other after

transferring me data of the vertex coordinates of the plurality of polygons and data

of a plurality of perspective conversion matrices different from each other, and

whereiAthe coordinate conversion unit comprises a unit for fixing data ofthe

vertex coordinates ofthe plurality ofpolygons transferred, and a unit for performing

perspective projection conversion ofeach fixed data ofthe vertex coordinates ofthe

plurality of polygoms by using each of the plurality of perspective conversion

matrices newly transrerred .

5. (Canceled)

6. (Currently ,/wiended) A game system according to claim [[5]] 4,

wherein the newly reading imit repeatedly reads out the data of the plurality of

perspective conversion matriceV

7. (Currently AmendecW A display image forming method performed by

a game system which performs perspective projection conversion of vertex

coordinates of a plurality of polygons iWming three-dimensional objects located in

an imaginary three-dimensional space bafeed on perspective conversion matrix, and

forms a display image of the three-dimen\ional objects on a projection plane of a

viewpoint coordinate system, the method comprising the steps of:

storing at least data ofthe vertex coormnates ofthe plurality ofpolygons and

data of the perspective conversion matrices; \
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reading out the data ofthe vertex coordinates ofthe plurality ofpolygons and

data ofa plurality ofperspective conversion matrices different from each other from

the storageWit, and performing perspective projection conversion of each of the

vertex coordinates of the plurality of polygons [[for]] by using each of the plurality

of perspective\conversion matrices; and

formingUlisplay images of the three-dimensional objects on the projection

plane of the viewpoint coordinate system based on the vertex coordinates of the

plurality of polygons after the perspective projection conversion^

wherein the 3iep ofperforming the perspective conversion comprises the steps

of: \

fixing the data ofthe vertex coordinates ofthe plurality ofpolygons read out:

newly reading out data of a plurality of perspective conversion matrices

different from each other from the storage unit instead of the data ofthe plurality of

perspective conversion matrices already read out; and

performing the perspective projection conversion of each fixed data of the

vertex coordinates of the plurality of polygons by using each of the plurality of the

perspective conversion matrices newly read out .

8. (Currently Amended)VA display image forming method performed by

a game system which performs perspective projection conversion of vertex

coordinates of a plurality of polygons foVning three-dimensional objects located in

an imaginary three-dimensional space basfed on perspective conversion matrix, and

forms a display image of the three-dimensronal objects on a projection plane of a

viewpoint coordinate system, the method coiVprising the steps of:

storing at least data ofthe vertex coordinates of the plurality ofpolygons and

data of the perspective conversion matrix; \
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transferring the data ofthe vertex coordinates ofthe plurality ofpolygons and

data of a plurality ofperspective conversion matrices different from each other from

the storageVinit;

receiving the transferred data and performing perspective projection

conversion onthe vertex coordinates of the plurality of polygons for each of the

plurality of perspective conversion matrices; and

forming display images of the three-dimensional objects on the projection

plane of the vie\*rooint coordinate system based on the vertex coordinates of the

plurality of polygonte after the perspective projection conversion

wherein the step of transferring comprises a step of newly transferring only

data ofthe plurality ofperspective conversion matrices different from each other after

transferring the data ofme vertex coordinates of the plurality of polygons and data

of a plurality of perspective conversion matrices different from each other, and

wherein the step ofWforming perspective projection conversion comprises

the steps of fixing data of\he vertex coordinates of the plurality of polygons

transferred, and performing perspective projection conversion of each fixed data of

the vertex coordinates of the plurality of polygons by using each of the plurality of

perspective conversion matrices nawly transferred .

9. (Currently Amended) V computer-readable storage medium carrying

a game program executed in a game syVtem which performs perspective projection

conversion of vertex coordinates of Vi plurality of polygons forming three-

dimensional objects located in an imaginary three-dimensional space based on

perspective conversion matrix, and forms Adisplay image of the three-dimensional

objects on a projection plane of a viewpointVoordinate system, the game program

controls a computer in the game system to fuirction as:
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a storage unit for storing at least data ofthe vertex coordinates ofthe plurality

of polygons and data of the perspective conversion matrices;

a coordinate conversion unit for reading out the data ofthe vertex coordinates

ofthe pluralitAofpolygons and data ofa plurality ofperspective conversion matrices

different from each other from the storage unit, and for performing perspective

projection conversion of each of the vertex coordinates of the plurality of polygons

[[for]] by using each of the plurality of perspective conversion matrices; and

an image processor for forming display images of the three-dimensional

objects on the projection plane of the viewpoint coordinate system based on the

vertex coordinates ofi the plurality of polygons after the perspective projection

conversion \

wherein the coordinate conversion unit comprises:

a unit for fixing th^data ofthe vertex coordinates ofthe plurality ofpolygons

read out; \

a unit for newly reading out data of a plurality of perspective conversion

matrices different from each other from the storage unit instead of the data of the

plurality of perspective conversion matrices already read out; and

a unit for performing the perspective projection conversion ofeach fixed data

of the vertex coordinates of the plurality of polygons by using each of the plurality

of the perspective conversion matrice\ newly read out .

10. (Canceled) \

1 1 . (Currently Amended) A meaium according to claim [[10]] 9, wherein

the newly reading unit repeatedly reads out me data of the plurality of perspective

conversion matrices. \
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1 2. \ (Currently Amended) A computer-readable storage medium carrying

a game program performed by a game system which performs perspective projection

conversion on vertex coordinates of a plurality of polygons forming three-

dimensional ob\ects located in an imaginary three-dimensional space based on

perspective conversion matrix, and forms a display image of the three-dimensional

objects on a projection plane of a viewpoint coordinate system, the game program

controls a computer Vi the game system to function as:

a storage unit far storing at least data ofthe vertex coordinates ofthe plurality

of polygons and data oMie perspective conversion matrices;

a transfer unit for transferring the data of the vertex coordinates of the

plurality of polygons andVdata of a plurality of perspective conversion matrices

different from each other from the storage unit;

a coordinate conversion unit for receiving the transferred data and for

performing perspective projection conversion of the vertex coordinates of the

plurality ofpolygons for each ofme plurality ofperspective conversion matrices; and

an image processor for fobning display images of the three-dimensional

objects on the projection plane of the viewpoint coordinate system based on the

vertex coordinates of the plurality of polygons after the perspective projection

conversion^ \

wherein the transfer unit comprises^ unit for newly transferring only data of

the plurality of perspective conversion matrices different from each other after

transferring the data of the vertex coordinate^pf the plurality of polygons and data

of a plurality of perspective conversion matrice\ different from each other, and

wherein the coordinate conversion unit comprises a unit for fixing data ofthe

vertex coordinates of the plurality ofpolygons transferred; and a unit for performing

perspective projection conversion ofeach fixed dataWthe vertex coordinates ofthe

9 *
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plurality of polygons fixed by using each of the plurality of perspective conversion

matrices; newly transferred .

13\ (Canceled)

14. \ (Currently Amended) A medium according to claim [[13]] 12,

wherein the newly reading unit repeatedly reads out the data of the plurality of

perspective conversion matrices.

15. (New\ A game system according to claim 1 , wherein the coordinate

conversion unit performs the perspective projection conversion to produce a plurality

of images of three-dimensional objects by using the same set of the vertex

coordinates of the pluraliV of polygons and the different perspective conversion

matrices. \

16. (New) A game svstem according to claim 4, wherein the coordinate

conversion unit performs the perspective projection conversion to produce a plurality

of images of three-dimensional objects by using the same set of the vertex

coordinates of the plurality of polygons and the different perspective conversion

matrices. \

1 7. (New)A display image formyig method according to claim 7, wherein

the perspective projection conversion is periWmed to produce a plurality of images

of three-dimensional objects by using the samte set of the vertex coordinates of the

plurality of polygons and the different perspective conversion matrices.
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X8. (New) A display image forming method according to claim 8 5
wherein

the perspective projection conversion is performed to produce a plurality of images

of three-dimensional objects by using the same set of the vertex coordinates of the

plurality of polygons and the different perspective conversion matrices.

1 9. VNew)A storage medium according to claim 9, wherein the coordinate

conversion unit performs the perspective projection conversion to produce a plurality

of images of thAe-dimensional objects by using the same set of the vertex

coordinates or the plurality of polygons and the different perspective conversion

matrices. \

20. (New) A\ storage medium according to claim 12, wherein the

coordinate conversion unitperforms the perspective projection conversion to produce

a plurality ofimages ofthre^dimensional objects by using the same set ofthe vertex

coordinates of the plurality of polygons and the different perspective conversion

matrices. \

2 1 . (New) A game system according to claim 1 , wherein by performing

perspective projection conversion ofteach of the vertex coordinates of the plurality

of polygons by using each of the pliWity of perspective conversion matrices, a

plurality of the conversion matrices areVsed at the same time.

22. (New) A game system according to claim 4, wherein by performing

perspective projection conversion of each onthe vertex coordinates of the plurality

of polygons by using each of the plurality of perspective conversion matrices, a

plurality of the conversion matrices are used akthe same time.
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